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(57) Abstract 

A board game for teaching the principles of personal finance whereby significant wealth may be accumulated includes a playing 
board having a first, Rat Race, track and an entirely separate second, Fast Track. Each player begins the game on the Rat Race track 
and is provided with a Game Card to track his/her finances. The Game Card is configured as a combined Income/Balance Sheet, and 
basic accounting rules of personal finance are carefully followed in updating the Game Card while a player progresses along the Rat Race 
according to the roll of die. The Rat Race track includes spaces on which a player can land which presents unexpected financial obstacles, 
but the Rat Race also includes spaces which present financial opportunities. By prudently investing as opportunities arise, a player may 
obtain passive income in addition to a salary. Once a player*s passive income exceeds his/her expenses, the player moves to the Fast Track 
for further play. On the Fast Track, a player enjoys the greatly improved life of one who has accumulated significant wealth. However, 
provision is made for unexpected problems in various Fast Track spaces along which a player moves. Thus, a player's ongoing financial 
condition while on the Fast Track is also carefully updated using basic accounting principles of personal finance. The game is played in 
accordance widi formal rules which include provisions for declaring a winner. 
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BOARD GAME FOR TEACfflNG FUNDAMENTAL ASPECTS OF 
PERSONAL FINANCE, INVESTING AND ACCOUNTING 

Field of the Invention 

This invention relates to the art of board games and, more particularly, to a board game 
which teaches a comprehensive understanding of fundamental aspects of personal fmance, 
investing and the relevant aspects of accounting and which further extends this teaching to an 
understanding of the principles upon which significant wealth may be accumulated. 
Background of the Invention 

It is well known that most individuals and families have difficulty in handling personal 
finances so as to accumulate significant wealth; indeed, most individuals and families deem the 
attainment of wealth an impossible goal to achieve and do not even seriously consider the 
possibility. It is their belief that all their income must be dedicated to the ongoing requirements of 
life, and they consider themselves fortunate if they can retire after many years of labor based upon 
some sort of pension augmented with Social Security or the like. Often, such retirements turn out 
to be insufficiently funded such that.a "retired" person may be forced to continue to work, at least 
part time, and a mature retired couple may find their standard of living reduced and yearly 
deteriorating as the effects of inflation and other factors, such as increased medical costs, take 
effect 

Nonetheless, a few individuals and families do, over a period of time and with the 
application of certain principles, attain wealth and are thus able to eliminate or greatly reduce the . 
necessity to work at a formal job and are also able to realize their individual "dreams" of the sort 
that require such wealth. Correspondingly, they also achieve the sort of long term security that 
results from the elimination of financial worries. 

The differences between those individuals and families who are able, over time, to 
accumulate substantial wealth Give on the Fast Track) and those who do not (and thus are doomed 
to live the so-called lives of quiet despmtion; i.e., life in the Rat Race) is that the former somehow 
understand the dynamics of personal fmance and investing. This understanding may be more or 
less self taught or intuitive, and the degree of success of a given individual or family usually 
depends upon just how well the dynamics of personal finance are really understood. 

These principles of personal finance, investing, accounting and the accumulation of wealth 
can be taught although they are certainly not taught in most formal institutions of learning and are, 
to some extent, inconsistent with the hard work ethic practiced by the majority of individuals and 
families. Of course, hard work is almost always a start to the accumulation of wealth, but it can 
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be demonstrated that it is not necessary for one to work hard all his/her life if the known principles 
of personal finance, investing and accounting leading to the accumulation of wealth are carefully 
practiced. 

These principles are sometimes taught in expensive and time-consuming seminars. Or, they 
may be taught in more or less well written books. Some individuals, however, do not have the time 
or ability to spend die sums needed or even the inclination to attend such seminars or the ability 
to learn the principles from a book. 

Thus, it will be readily apparent that it would be highly desirable to provide a means by 
which the principles of personal finance, investing, accounting and the accumulation of wealth can 

be taught in a highly compressed time frame and in a manner that is both fun and, learning wise, 

. ■ 'i 

highly effective. It is to these ends that the present invention is directed. 
Objects of the Invention 

It is therefore a broad object of this invention to provide a board game which .teaches 
fundamental aspects of personal finance. 

Similarly, it is a broad object of this invention to provide a board game which teaches 
fundamental aspects of investing. 

It is another object of this invention to provide a board game which also teaches 
fundamental aspects of accounting as applied to personal finance. 

It is yet another object of this invention to provide a board game which further teaches the 
process of accumulating significant wealth. 

From another point of view, it is an object of this invention to provide a board game which 
teaches the foregoing fundamental aspects of personal finance, investing and accounting and the. 
process of building and accumulating significant wealth in greatly compressed time. 

From yet another point of view, it is an object of this invention to provide a board game 
which teaches the power of passive income and how passive income is obtained. 

From still another point of view, it is an object of this invention to provide a game board 
which includes dual, Rat Race and Fast Track, life tracks and which includes rules and accessories 
for teaching the science of personal finance, investing basic accounting and the accumulation of 
significant wealth. 

It is also an object of this invention to provide a game board in which a Player moves first 
on a Rat Race track and tiien, upon qualification, moves to an entirely separate Fast Track to 
thereby provide a sequential experience. 

It is a furtiier object of this invention to provide such a board game in which the teachings 
resulting from play are essentially self learned and do not require the intervention of an instructor. 
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Summary of the Invention 

Briefly, these and other objects of the invention are achieved by the provision of a board 
, game which includes a first, Rat Race, track and an entirely separate second. Fast Track. Each 
player is assigned, at the beginning of game play, a profession which includes certain beginning 
5 financial information including the cost of living for that player and other ongoing financial 
information. In addition^ each player selects a Dream on the Fast Track which he/she hopes to 
eventually obtain; attainment of a player's selected Dream is significant to keeping score and 
determining the winner of a given game. Each player is also provided with a Game Card on which 
to enter his/her beginning financial information and also updates as play proceeds while the player 

10 is confined to the Rat Race track. The Game Card is configured as a combined Income/Balance 
Sheet, and basic accounting rules of personal finance are carefully followed in updating the Game 
Card. A player progresses along the Rat Race track in accordance with rolls of dice. The Rat Race 
includes spaces on which a player can land which, for example, presents, unexpected financial 
obstacles set forth on Doodads playing cards, but the Rat Race also includes spaces on which a 

IS player may take advantage of financial opportunities set forth on Opportunity and The Market 
playing cards. The Rat Race track thus represents the life of ordinary working individuals. 

By prudently investing as opportunities permit and tracking such investments on the Game 
Card in the context of combining, on a single score sheet, not only day-to-day income and 
expenses, but also passive income which may be realized and grown from investments, a player's 

20 passive income can be grown. Once a player' s passive income exceeds his/her expenses, the player 
moves to the Fast Track for further play. 

On the Fast Track, a player enjoys the greatly improved life of one who has accumulated 
significant wealth and may seek to obtain his/her (and other player's) Dream. However, as in real 
life, even life on the Fast Track is not without problems, and provision is made for such in the 

25 various Fast Track spaces along which a player moves m accordance with rolls of dice. A player's 
progress in life on the Fast Track is followed (again, carefully following the basic accounting rules 
for personal finance) on a Game Card which is adapted to such life and is therefore somewhat 
different from the Game Card used to follow the same player's earlier progress in the Rat Race, 
Formal rules set forth the sequence and conditions of play and the conditions under which a winner 

30 of the game emerges. Repetitive playing of the game and consequent improved performance 
teaches a player the principles of accumulating significant wealth. 
Description of the Drawing 

The subject matter of the invention is particularly pointed out and distinctly claimed in the 
concluding portion of the specification. The invention, however, both as to organization and 
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method of operation, may best be understood by reference to the following description taken in 
conjunction with the subjoined claims and the accompanying drawing of which: 

FIG. 1 is a generalized view of a game board for playing the subject game; 

FIG. 2 is a view of a first part of the game board shown in HG. 1 enlarged to show certain 
indicia provided in playing spaces; 

FIG. 3 is a view of a second part of the game- board shown in FIG. 1 enlarged to show 
certain indicia provided in playing spaces; 

FIG. 4 is a view of a third part of the game board shown in FIG. 1 enlarged to show certain 
indicia provided in playing spaces; 

FIG. 5 is a view of a fourth part of the game board shown in FIG. 1 enlarged to show 
certain indicia provided in playing spaces; 

FIG. 6 is a view of a fifth part of the ganie board shown in FIG. 1 enlarged to show certain 
indicia provided in playing spaces; 

HG. 7 is a view of a fragment of the second part of the game board shown in FIG. 3 further 
enlarged to show additional indicia provided in playing spaces; 

FIG. 8 is an enlarged view of portions of the game board shown in FIG. 1 showing certain 
indicia in each of four spaces. Big Deal, Small Deal, The Market and Doodads, reserved for 
corresponding card types to be drawn during play; 

FIG. 9 is an illustration of an exemplary Big Deal card; 

FIG. 10 is an illustration of an exemplary Small Deal card; 

FIG. 1 1 is an illustration of an exemplary The Market card; 

FIG. 12 is an illustration of an exemplary Doodads card; 

FIG. 13 is an illustration of an exemplary Profession card; 

FIG. 14 is an example of a Game Card used by each player in tracking that player's 
performance in playing the game while in the Rat Race; 

FIG. 15 is an example of a Game Card used by each player showing the appropriate entries 
for purchasing real estate investments while in the Rat Race; . 

FIG. 16 is an example of a Game Card used by each player showing the appropriate entries 
for selling real estate investments while in the Rat Race; 

FIG 17 is an example of a Game Card used by each player showing the appropriate entries 
for purchasing stocks, mutual funds, CDs and the like while in the Rat Race; ' 

FIG. 1 8 is an example of a Game Card used by each player showing the appropriate entries 
for selling stocks, mutual funds. CDs and the like while in the Rat Race; and 

FIG. 19 is an example of a Game Card used by each player in tracking that player's 
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performance in playing the game while on the Fast Track. 
Description of the Preferred Embodimentfs) 

Attention is first directed to FIG. 1 which is a generalized representation of a game board 
1 for playing the subject game. A fundamental characteristic of the game board 1 is that there are 
two tracks for the players to move along: a Rat Race track 2 and a Fast Track 3. As will be 
discussed further below, play starts for all players on the Rat Race which is representative of the 
life of many working individuals and families. With skill in handling life and finances on the Rat 
Race track 2. a player may qualify to move to the Fast Track 3 in which life is much more secure 
and enjoyable, although not without potential difficulties which must be managed. On both the Rat 
Race track and the Fast Track, the game forces a player to practice both financial and investing 
skills and the accounting skills which highlight what is actually happening to a player's finances 
to bring about success or failure in the game. Thus, the Rat Race and the Fast Track, including 
uncertainties and unexpected events, emulates life such that the skills necessary to practice the 
lessons learned in playing and becoming more expert at the game may be transferred to real life 
experiences. 

In addition to the Rat Race track 2 and the Fast Track 3, the game board 1 includes spaces 
for four types of cards which may be drawn from time to time by players as they land on various 
track spaces. Two of these card types. Big Deal cards disposed on space 4 and Small Deal cards 
on space 5 are collectively known as Opportunity cards. Space 6 is for The Market Cards and 
space 7 is for Doodads cards, all as will be explained more fully below. 

Each of the spaces shown in FIG. 1 on the Rat Race track 2 and the Fast Track 3 has indicia 
which is too small to show in FIG. 1. However, the game board 1 is broken up into sections for 
purposes of illustration as indicated by the segments designated A, B, C, D and E which are 
separated by dashed lines which have no other purpose. Thus, it will be understood that the 
designators A, B, C, D and E and the dashed lines are not part of the game board. 

Referring to FIG. 2 (designator A in FIG. 1), it will be seen that the circular Rat Race track 
includes segments marked Opportunity, Doodads, Charity, Pay Check, The Market, Baby and 
Downsized. While Opportunity appears every other space around the Rat Race, the remaining 
space categories are less frequently distributed. It will also be noted that one. of the Opportunity 
spaces has an arrow marked "Start Here". As will be explained more completely below in the 
discussion of the game rules, this space is the starting point for play by all the players. 

Also shown in FIG. 2 is a fragment of the Fast Track 3 which is in the region of the Rat 
Race track 2. Because of space considerations, legends appearing in the Fast Track spaces are 
somewhat abbreviated in some instances. However, it will be observed that the Fast Track spaces 
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variously include: Dreams such as "Ancient Asian Cities Trip" 6 for $150,000 in which indicia, 
not shown in FIG. 2. further states '.*A private plane & private guide take you & 5 friends to the 
most remote spots of Asia...where no tourists have gone before."; Business Opportunities such as 
Truck Parts Maker 7; Charitv 8; and CashFlow Dav 9, all to be discussed further below. 

. FIG. 3 is an enlarged view of section B (FIG. l)'of the Fast Track 3. Attention is 
particularly directed to the "Buy a Gold Mine" business opportunity space 10 which states 
"+25,000/MO CF (i.e., Cash Flow) OR $0/MQ CF' and "$150,000 DN". Additional indicia, not 
shown in FIG. 3 because of space considerations, but shown in the further enlarged view of FIG. 
7, explains the two possibilities for monthly cash flow as follows: "+25,000/MO CF if you roll 3 
or higher on 1 die. or else $0/MO CF'. Several of the business opportunity spaces around the Fast 
Track 3 have similar variable; possibilities and uncertainties for cash flow realized from an 
investment. 

FIGs. 2, 3, 4, 5, and 6, taken together, show the complete Fast Track 3 and the abbreviated 
versions of the more complete legends which appear in the various spaces on an actual game board. 
FIG. 7 shows additional samples of complete legends for Fast Track 3 spaces. 

Space colors are an important subde psychological aspect of the game. On the Rat Race 
u-ack 2, Opportunity spaces are preferably a pale green suggesting the potential for income, and 
The Market spaces are preferably a pale blue suggesting a potential for cash via the sale of assets. 
On the other hand, Doodads are preferably a pale red, and Downsized and Baby are preferably 
shades of pale purple to suggest the negative effect on family cash flow. For contrast, Pay Check 
may be a pale yellow and Charity a pale orange. 

Similarly, on the Fast Track 3, Business Opportunity spaces are preferably a pale green to 
suggest the probably positive effect on cash flow. Dreams and problem area spaces (e.g., Lawsuit 
and Divorce) are a pale red to suggest the negative effect on cash flow. CashFlow Day and Charity 
are, respectively, pale yellow and pale orange for contrast 

FIG. 8 illustrates the indicia on the Big Deal 4, Small Deal 5, The Market 6 and Doodads 
7 spaces for placing the corresponding cards. FIG. 9 shows an exemplary Big Deal card 11. 
Similarly, FIG. 10 shows an exemplary Small Deal card 12, FIG. 11 shows an exemplary The 
Market card 13 and EIG. 12 shows ah exemplary Doodads card 14. 

FIG. 13 illustrates an exemplary Profession card and the information included with each. 
GLOSSARY OFTERMS USED IN PLAYING THE SUBJECT GAME 
ASSET - Something that puts money "in a Player- s pocket", with minimum labor. 
AUTOMATED BUSINESS - A business which'is run primarily by technology rather than people. 
BALANCE SHEET - A snapshot of a Player's assets and liabilities. 
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CAPITAL - Generally called cash or something having an agreed-upon value. 
CAPITAL GAIN/LOSS - The difference between what a Player paid for an investment and what 
he/she sold it for. 

GASH FLOW (CF) - Cash coming in (as income) and cash going out (as expenses). It is the 

direction of Cash Flow that determines whether something is Income. Expense, Asset or 

Liability. Cash Flow tells the story. 
CASH OFFER VS. FINANCED OFFER - Someone paying all cash versus someone paying a 

down payment and financing the remainder. 
CERTIFICATE OF DEPOSIT (CD) - A loan to government or a business, issued through a bank, 

with specified maturity dates and interest rates. 
DIVIDEND - A payment of profits of a company io the shareholders. 

DOODADS - Expenses that simply take money out of a Player's pocket. For example, most items 

purchased in shopping centers are Doodads. 
DOWN PAYMENT - A percentage of the purchase price a Player pays for an investment. The 

remainder of the price is then financed through other means. 
FORECLOSURE - A bank or individual takes a Player's property for non-payment of Mortgage. 
GOVERNMENT SAVINGS BOND - A loan a Player makes to the federal government in 

exchange for payment of interest on that loan. 
INCOME STATEMENT - A form showing a Player's Income and Expenses over a period of time. 

Also called a Profit and Loss Statement. 
INFLATION - An economic situation where consumer prices rise sharply. 
IPO - Initial Public Offering: the first time a company offers shares of stock to the general public. 
LIABiLITY - Something that takes money "out of a Player's pocket". 

LIMITED PARTNERSHIP - A legal entity set up to hold Assets. Allows limited liability with 
majority of control. 

MORTGAGE - If a Player finances the purchase of real estate, the property being financed is used 

as Collateral against the amount of money being financed. 
MUTUAL FUND - A variety of stocks, bonds and/or securities, grouped together, managed by a 

professional investment company and purchased by individual investors through shares. 

The shares possess no ownership value in the various companies in a given Mutual Fund. 
REIT - Real Estate Investment Trust: sunilar to a Mutual Fund; deals solely in Real Estate. 
ROI - Return On Investment: annual Return of Capital, as a percentage, from an investment. For 

example: an apartment building costs $500,000. A Player pays $100,000 as a Down 

Payment. A monthly Cash Flow of $2000 is obtained. The ROI is $2,000 X 12 divided 
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by $100,000 = 24%. 

SHARES SPLIT - When the number of shares in a given investment owned by a Player increases 

and the price per share decreases. Also known as a stock split. 
STOCK SHARE - A share of stock represents ownership in a corporation. The shareholders (those 

owning Stock in a corporation) are the actual owners of that corporation. 
TAX LIEN (Property) - A legal claim on a property for unpaid taxes. 

.1031 TAX-DEFERRED EXCHANGE - A method of buying and selling real estate that allows a 

Player to defer payment of tax on Capital Gains. 
THE MARKET - Where items of value are bought and sold. 

TRADING RANGE - The difference between the highest and lowest price of an investment. 
YIELD - Amount a Player actually earns from a stock, bond, mutual fund, CD, etc. Similar to 
ROI. 

While the iforegoing definitions of financial terms are somewhat simplified, they are 
adequate for playing the subject game and gaining the financial insight to which it is directed. 
Consider now the playing of the subject game itself. 

RULES OFTHE SUBJECT GAME 
The game is played in two parts: the Rat Race and the Fast Track. 

Part I -The Rat Race 

Each Player's goal is to get out of the Rat Race and onto the Fast Track. The Rat Race 
represents the ongoing life experience of most people and families. To get out of the Rat Race, a 
Player must buy investments which gives him/her cash flow (or passive income) so that the Player's 
Passive Income is greater than his/her Total Expenses. 

Part n- The Fast Track 

Once a Player has successfully moved from the Rat Race to the Fast Track, the Player's 
goal is to: 1) Buy his/her Dream, 2) Buy other Players' Dreams and 3) Increase his/her Monthly 
C:ashFlow. 

If a Player successfully buys another Player's Dream, then the Player who has lost his/her 
Dream is eliminated fi^om the game and condemned to the Rat Race for life. 

The game ends when all the Dreams have been purchased. A given Player wins the game 

if: 

1) After all the Players' Dreams have been purchased, the given Player is the only person 
who has obtained his/her chosen Dream. Each of the other Players will have been eliminated 
because his/her Dream was bought by another player. 

OR 



wo 98/20948 ^ PCT/US97/20775 

' 9 - - - 

2) After all the Players' Dreams have been purchased, if more than one Player has obtained 
his/her Dream, then the Player with his/her Dream AND the highest monthly cash flow wins. 

How To Set Up The Game 

1) The Players "elect" one Player to act as Banker in addition to playing. The Banker 
should be someone good with numbers and able to handle cash transactions quickly. The Banker 
must keep his/her personal money separate from the funds of the Bank. The Banker pays and 
receives all moneys to and from Players and lends money to Players (see "Bank Loan"). 

2) Separately shuffle the •'Big Deal" and "Small Deal" (both "Opportunity") cards and "The 
Market" and "Doodads cards" and place them face down on the game board on their respective 
marked places. 

3) Distribute one Income Statement/Balance Sheet to each Player. As shown in FIG. 14, 
this is a Player's "Game Card" while he/she is in the Rat Race. Distribute a marker pen to each 
Player for use in preparing and updating his/her Game Card. (Preferably, Game Cards hav? glossy 
surfaces such that they can be reused and are also reversible with one side to be used while a Player 
is in the Rat Race and the other side to be used when a Player enters the Fast Track. Alternatively, 
the Game Cards can be single use, typically printed on a pad of numerous blank Game Cards.) The 
configuration of the Fast Track Game Card will be discussed below. 

4) Any Player may shuffle the "Profession" cards and randomly deal one, face down , to 
each Player. Each Player then turns over his/her Profession card and enters the information on it, 
exactly as it's written, onto his/her Game Card. FIG. 13 illustrates an exemplary *Trofession" card. 

5) Meet your Auditor - this is the person on each Player's right An Auditor's role is to 
assist his/her "client" in making accurate calculations. Each time a change is made to a Player's 
Game Card, that Player's Auditor must check the resulting calculations. If figures need to be re- 
worked, then the Player's Auditor should call a short time-out to make corrections. 

6) The Banker distributes starting cash (i.e.. conventional **play money") to each Player. ^ 
The amount of cash each Player receives at the beginning of the game is: 

a) The Player's Monthly Cash Flow (income minus expenses, on his/her Game Card). 

plus 

b) The Player's Savings (listed on his/her Game Card). Note: Savings is onlv received by 
a Player at the beginning of the game. Savings is not part of a Player's Pav Check . 

To begin the game: 

1) Each Player chooses two like-colored playing pieces and a set of like-colored (same 
color) tokens. 

2) Each Player selects a Dream" on the Fast Track and places one of his/her playing pieces 
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on the selected Dream. This signifies that Player's Dream goal. (Each Player wants to buy his/her 
Dream on the Fast track. If another Player buys a given Player's Dream, that given Player is 
eliminated from the game). Each Player places his^er other playing piece on the Opportunity 
space designated "Start Here" on the circular Rat Race track. 

3) Each Player rolls two dice, and the Player with the highest total count has the first turn. 
Play then successively passes to the Player on the left. (The order of play remains the same 
whether individual Players are in the Rat Race or on the Fast Track). 

4) Each Player in the Rat Race rolls only one die on his/her turn (unless, as discussed 
elsewhere in the Rules, a Player donates to Charily while in the Rat Race). The first Player rolls 
the die and moves around the Rat Race in a clockwise direction. The other Players follow. 
(Landing on the same space as another Player has no effect on either Player.) 

5) If a Player lands on an "Opportunity", a "The Market" or a "Doodads" space, he/she 
draws a corresponding card. For other spaces landed on. follow the directions stated in the 
individual spaces. 

THERATRACE 
Spaces on the Rat Race Track 

PAY CHECK . Each time a Player lands on or passes "Pay Check", the Player receives 
his/her Monthly C:ash Flow from the Bank. If this amount is negative (minus), the Player must pay 
it to the Bank. The period from Pay Check to Pay Check is one month. If a Plaver forgets to ask 
for his/her Pav Check, the Plaver loses it . 

OPPORTUNITY - When a Player lands on an "Opportunity" space, he/she may choose to 
draw either a "Small Deal" or a "Big Deal" card. The largest Small Deal costs $5,000 to get into, 
and Big Deals begin at $6,000. Small and Big Deals include a variety of investment opportunities 
which Players may or may not choose to invest in. Read the "Opportunity" card aloud . Some 
Deals may allow Players, other than the Player who drew the "Opportunity" card, to buy or sell into 
the Deal as well. Any investment a Player buys may be sold only if a space, a card or the Rules 
specifically permit it. 

Selling an "Ooportunitv" card. If a Player who draws an "Opportunity" card does not want 
to buy into the Deal, then that Player may sell the card and Deal to another Player at whatever price 
may be negotiated between the two Players. Only cards that indicate that a Player can sell the card 
and corresponding Deal to anotiier Player may be sold. (Players mav not team up widi otfier 
Players to buy investments.) Once an "Opportunity" card has been played, it is placed on die 
bottom of die Large Deal or Small Deal deck from which it was drawn. 

THE MARKET - When a Player lands on a 'The Market" space, a *The Market" card is 
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drawn, and the card is read aloud. All Players who have the exact asset mentioned on the card may 
sell at the specified price. If a Player sells an asset, his/her Game Card must be adjusted 
accordingly. After a "The Market" card has been played, it is placed on the bottom of the deck. 

DOODADS - When a Player lands on.a Doodads space, a Doodads card is drawn, and the 
directions on the card are followed. The Player may borrow from the Bank (see Bank Loans) to 
pay Doodad bills. The drawn Doodads card is then placed on the bottom of the deck. 

CHARITY - Charity is optional. Upon landing on !*Charity", a Player may choose to give 
10% of his/her monthly Salary to Charity (i.e.. pay it to the Bank) in exchange for the use of two 
dice on each of his/her next three turns. (Note that this may be an opportunity to pass Pay Check 
more often on each roll.) 

BABY - When a Player lands on "Baby", that Player has a new addition to his/her family! 
(There is a limit of three children per Player.) Upon landing on "Baby", a Player must immediately 
do the following (unless he/she already "has" three children): 

a) Add the 'Ter Child Expense" stated on his/her Game Card to "Child Expenses" on 
his/her Income Statement; 

b) Take into account the "Per Child Expense" to reach a new Total Expenses figure; 

c) Reduce Monthly Cash How by the "Per Child Expense"; and 

d) Have his/her Game Card audited. 

DOWNSIZED . If a Player lands on "Downsized", tfiat Player has lost his/her job! The 
Player must pay the Bank 1/2 his/her Salary and also loses two turns . Landing on "Downsized" 
ends the effect of Charity if the affected Player had earlier taken the Charity option. 

Other Options Available to Players in the Rat Race 

Paying Off Debt A Player may pay off debt to reduce his/her Total Expenses. , The Player 
must pay off the total amount of the selected debt. Partial payments, except for Bank loans, <see 
Bank Loans) are not allowed. A Player may do this on any turn. 

If a Player pays off a debt, his/her Game Card is modified as follows: 

(a) Adjust the amount of Income Statement Expenses. 

(b) Adjust the amount of Total Expenses. 

(c) Adjust the amount of Monthly Cash Flow, 

(d) Have his/her Auditor check the revised Game Card, 

Bank Loans may be paid off in units of $1,000. Each $1,000 unit of Bank Loan paid off 
reduces that Player's Monthly Total Expenses by $100. If a Player pays off part of a Bank Loan, 
in addition to the steps above, the Bank Loan figure on his/her Balance Sheet is accordingly 
modified. 
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Bank Loans: A Player may choose to borrow money from the Bank. Loans are in units of 
$1,000 at 10% interest per month (per Pay Check). Thus, the monthly interest expense is $100 for 
every $1,000 borrowed. 

When a Player takes a Bank Loan: 

(a) Receive the amount borrowed from the Bank. 

(b) Add the Bank Loan to the Balance Sheet under "Liabilities". 

(c) Add the Bank Loan payment (10% of the amount borrowed) to the Income Statement 
Expenses. 

(d) Adjust Total Expenses. 

(e) Adjust Monthly Cash Flow. 

(f) Have the figures audited. 

Bankruptcy: If a Player's expenses are greater than his/her income (the Player's Monthly 
Cash Flow is negative), he/she may choose to declare bankruptcy. If a Player decides to go 
bankrupt, then the Player must: 

(a) Sell his/her assets for 1/2 their Down Payment value. 

(b) Use the proceeds to pay off debts until the Player's income is greater than his/her 
expenses (a positive Monthly Cash Flow). 

(c) Lose five consecutive turns. 

If, after selling all the Player's assets, his/her Monthly Cash Flow is still negative, then 1/2 
of his/her loans, not including Home Mortgage and School Loans, are wiped out along witfi 1/2 of 
the corresponding pavments . 

If the Player still has a negative Monthly Cash How, tiien he/she is officially out of the 

game. 

Note: The following investments fall under "Business" in the "Asset" column: Automated 
Businesses. Limited Partnerships, Franchises and OUier businesses. Similarly, tiie following 
investments fall under "Real Estate" in the Asset column: Residential Property, Apartments, Land, 
Bed & Breakfast and Malls. 

Accuracv with accounting is vital for financial success. Playing tiiis game teaches each 
Player the fundamental aspects of accounting. Also vital to financial success is calculated risk 
taking . Thus, the following Rule aspects of tfie game must be carefully followed: 

Buying & Selling Investments 
Buying A Real Estate Investment 

^ If a Player buys a Real Estate Investment then he/she must follow these steps (refer to FIG. 

15): 
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In the "Asset" column, under Real Estate, write in: 

1 ) Type of real estate purchased 

2) Down Payment 

3) Cost of the real estate 

In the "Liabilities" column, write in: 

4) Type of real estate and the mortgage amount 
In the "Income" column, under "Real Estate", write in: 

5) Type of real estate 

6) Amount of Cash Flow 

On the right hand side of the Game Card, add or subtract: 

7) Amount of Cash Flow to Passive Income 

8) Amount of Cash FIo>y to Total Income 

9) Amount of Cash Flow to Monthly Cash Flow - 
Selling A Real Estate Investment 

If a Player sells a Real Estate Investment, then he/she must follow these steps (refer to FIG. 

16): 

1) Calculate the Settlement. 

Settlement = Sales Price - Real Estate Mortgage 
The Player receives the settlement in cash from the Bank. If this 
figure is negative, the Player must pay the amount to the Bank. 
In the "Asset" column, under "Real Estate", remove: 

2) Type of real estate purchased 

3) , Down Payment you paid 

4) Cost of the real estate 

In the "Liabilities" column, remove: 

5) Type of real estate and the mortgage amount 
In the "Income" column, under "Real Estate", remove: 

6) Type of real estate 

7) Amount of Cash Flow 

On the right hand side of the Game Card, deduct: 

8) Amount of Cash Flow from Passive Income 

9) Amount of Cash Flow from Total Income 

1 0) Amount of Cash Flow from Monthly Cash Flow 
Buying Stocks/Mutual Funds/CDs 
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If a Player buys Stocks/Mutual Funds/CDs, then he/she must follow these steps (refer to 
HG. 17): 

In the "Asset" column, under Stocks/Mutual Funds/CD, write in: 

1 ) Symbol of Stock/Mutual Fund 

2) Number of shares purchased 

3) Price per share (today's price) 

If a dividend is being paid from the Stock/Mutual Fund, under the "Income" 
column, under Dividends, write in: 

4) Symbol of Stock/Mutual Fund and the Dividend amount 

If the dividend is being paid, on the right hand side of the Game Card, add: 

5) Amount of Dividend to Passive Income 

6) Amount of Dividend to Total Income 

7) Amount of Dividend to Monthly Cash How 
Selling Stocks/Mutual Funds/CDs 

If a Player sells Stocks/Mutual Funds, then he/she must follow these steps (refer to FIG. 

18): 

1 ) Calculate the Sale Amount 

Sale Amount = Number of Shares x Selling.Price 
Receive this amount in cash from the Bank 
In the "Asset" column, under Stocks/Mutual Funds/CDs, remove: 

2) Symbol of Stock/Mutual Fund 

3) Number of shares purchased 

4) Price per share 

If the Stock/Mutual Fund/CD, under the "Income" column is paying a dividend, 
under "Dividends", remove: 

5) Symbol of Stock/Mutual Fund/CD and the Dividend amount 
and on the right hand side of the Game Card, deduct: 

6) Amount of Dividend from Passive Income 

7) Amount of Dividend from Total Income 

8) Amount of Dividend from Monthly Cash Flow 

THE FAST TRACK 

A Player moves from the Rat Race to the Fast Track when his/her Passive Income is greater 
than his/her Total Expenses . A Player's goals on the Fast Track are to: 

(1) Buy the Dream he/she chose at the start of the game by landing on the relevant space 
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and purchasing the Dream. 

. (2) Buy other Players' Dreams, which eliminates them from the game. 
(3) Increase his/her Cashflow Day Income by buying business investments on the Fast 
Track. . . 

5 When a Player moves out of the Rat Race onto the Fast Track, he/she turns his/her 

reversible Game Card over and uses the side illustrated in FIG. 19 for further score keeping. 
He/she, at this time, receives from the Bank 100 times his/her Passive Income developed during 
play on the Rat Race track. This is the initial amount that the Player receives each time he/she 
lands on or passes CashFlow Day at the beginning of play on the Fast Track, but is subject to 
10 fluctuation as play continues. 

Note: Why does the Player receive 100 times his/her Passive Income? The scenario is: In 
getting out of the Rat Race, the Player has sold all of his/her investments for great profits and has 
reinvested that money and had 10 years of outstanding investment success. Thus, the Player has 
increased his/her Passive Income 100 times. This assumption is appropriate because the Player 
1 5 has proved his/her financial skill by getting out of The Rat Race, 

The following information is entered on the Fast Track side of the Game Card: 

(a) Names of Player & Auditor 

(b) Buyout (i.e., Beginning CashFlow Day Income) 

(c) Beginning CashFlow Day Income (as a starting value) 

20 To enter The Fast Track, the Player's playing piece is placed on the space denoted "Enter 

Here". Players on The Fast Track roll two dice unless later specified conditions allow or require 
more or fewer. "Opportunity" (Big Deal, Small Deal), 'The Market" and •T)oodads" cards no 
longer apply to Players who have entered The Fast Track. 

CASHFLOW DAY - Each time a Player lands on or passes CashFlow Day, he/she receives 

25 his/her CashFlow Day Income from the Bank. The Player does have to ask for Income to 
receive it. If a Player forgets it on the turn he/she lands on or passes CashFlow Day, he/she may 
still receive it. 

BUSINESS INVESTMENTS - A Player may purchase any business investment on which 
his/her playing piece lands by paying the Down Payment listed. When a Player invests in a 
30 business, be/she should: 

(a) Place one of his/her colored tokens on the space representing the business invested in. 

(b) Add the business name. Monthly Cash How and New Total Income to his/her Game 
Card. 

(c) Have his/her Auditor check the figures. 
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DREAMS - Each time a Player lands on a "Dream" space, he/she may choose to purchase 
it if the player has the cash available. An identifying colored token is placed on each Dream a 
Player purchases. 

Buying, by a given Player, that Player's selected Dream: If a Player buys the Dream he/she 
5 selected at the start of the game, then that Player cannot be eliminated from the game. A Player 
must buy his/her Dream in order to win the game. • 

Buying Other Players' Dreams: If a Player purchases a Dream another Player has selected, 
then that other Player is eliminated from the game. If no other Player has selected a "Dream" space 
a Player lands on, that Player can still buy that Dream just for fun. 
10 CHARITY - Charity is optional. If a Player lands on a "Charity" space, he/she may pay 

. $100,000 then that Player may roll 1 , 2 or 3 dice on each turn. The Player may select a different 
number of dice to roll on each turn. 

Life on the Fast Track is not all roses; thus: 

TAX AUDIT- A Player who lands on 'Tax Audit" must pay out 1/2 of his/her cash . 
15 DIVORCE - A Player who lands on "Divorce" loses all his/her cash. 

LAWSUIT - If a Player lands on **Lawsuit", the cost is $100,000. 

Playing the subject game as set forth above teaches the fundamentals of personal finance 
and investing, the relevant aspects of accounting and the principles behind the accumulation of 
wealth including the attainment of significant passive income. It has been found that a Player 
20 becomes more skillful in playing the game, and hence improves his/her understanding of the 
principles of realizing wealth, by playing the game repeatedly, preferably with like minded 
individuals as the other Players. Each game takes about three hours to play from beginning to end, 
and during the course of a single game, years of financial activity are compressed into a single 
evening of enjoyment. 

25 Accordingly, the basic aspects of personal finance, investing and accounting are effectively 

taught by playing a board game wherein a players game card is an integrated income 
statement/balance sheet and provides a visual and intellectual understanding of the player's 
financial future, as simulated during game play, by displaying an integrated accounting of die 
player ' s cash flow such that: 

30 A) if the integrated income statement^alance sheet shows work income and expenses, but 

limited income producing assets and limited liabilities, the player is tending, in the simulation, to 
work for life to meet ongoing expenses and to have few resources late in life, thereby suffering a 
low standard of living; 

B) if the integrated income statement/balance sheet shows work income, liabilities and 
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expenses, but limited income producing assets, the player is tending, in the simulation, to work for 
life to meet ongoing expenses and to pay off liability obligations in order to have some resources 
late in life, thereby having a middle class standard of living; and 

C) if the integrated income statement/balance sheet shows assets that generate sufficient 
5 income to cover expenses, the player is tending, in the simulation, to achieve significant and 
increasing wealth. 

While the game has been presented in this specification as played on a physical board using 
physical dice, tokens, cards, etc., it will be understood that it is readily adaptable to a computer 
environment provided on a floppy disk, CD ROM or other suitable medium. Further, in such an 

10 embodiment, the game can be played by Players at diverse locations via a local area network, wide 
area network or an extended network such as the Internet. Accordingly , the various terms 
employed in the above description to identify physical components, such as "board", "tokens", 
"dice", "cards", "tracks, etc. should be taken to include electronic media equivalents. . 

Thus, while the principles of the invention have now been made clear in an illustrative 

15 embodiment, there will be immediately obvious to those skilled in the art many modifications of 
structure, arrangements, proportions, the elements, materials, and components, used in the practice 
of the invention which are particularly adapted for specific environments and operating 
requirements without departing from those principles. 
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What is Claimed is: 

1 . A multi-player board game for teaching personal finance skills to players, involving the 
elements of chance and of skill between players, comprising: 

an income statement; 

a playing board to be shared by all players of said board game, said playing board having a 
5 plurality of playing spaces on said board, said playing spaces marked with indicia, and arranged on said 
board in two circular tracks, one of said tracks designated the "Rat Race" track and the other said track 
designated the "Fast Track" track, wherein scoring is maintained in said game by the accumulation of 
income that represents the financial condition of each player on said income statement; 

a plurality of cards to be shared by all players of said board game and to be drawn by individual 
1 0 players, said cards marked with indicia, said cards comprising three sets of cards, a first set of cards 
designated "Opportunity" cards, a second set of cards designated "The Market" cards, a third set of 
cards designated "Doodads"; 

said "Opportunity" cards representing a deal that allows one player to negotiate with another 
player for purchase of the deal through accumulated income, said "Doodads" card representing an 
1 5 expense charge against accumulated income and hence being a detriment to a player's score, and said 
"The Market" cards representing a sale of an asset to the player drawing said card; 

said spaces in said Rat Race track having indicia therein that reference said three sets of cards 
and identify one of said three sets of cards; 

a plurality of tokens for placement on said spaces of said plurality of spaces of said tracks, to 
20 mark the position of each player of said multi-player board game on said tracks; 

at least one die for introducing the element of chance in said board game, said players rolling 
said die to indicate where on said Rat Race track to place said tokens; 

wherein said board game is played by a plurality of players utilizing both the element of chance 
and of skill between players, said chance element arising from the roll of said die to select a space on 
25 said Rat Race track, and said skill between players arising fi-om the negotiation of said players amongst 
themselves during the drawing of said "Opportunity" cards. 

2. A board game as defined in claim 1 , wherein said Rat Race track comprises spaces marked with 
indicia designated "Charity", "Pay Check", "Baby" and "Downsized"; and, 

30 ftirther comprising at least three spaces on said board defining spaces on md board where said 

three sets of cards are placed on said board; 

and said income statement comprising a sheet for keq)ing score, said sheet distributed to each 

player. 



PCTAJS97/20775 

3. The board game as defined in claim 2, wherein: 

said Opportunity cards further consisting of a set of cards designated "Big Deal" and "Small 
Deal", and further comprising a fourth set of cards designated "Profession", said fourth set of cards 
initially drawn by the players randomly at the start of the game, said Profession cards showing an initial 
5 income statement. 

4. The board game as defined by claim 2, wherein cards are made of a reusable material and are 
colored, with the colors of said cards matching the colors of said spaces on said Rat Track, with 
"Doodads" cards colored red, "Downsized" and "Baby" cards colored purple, "Pay Check" cards 

1 0 colored yellow, and "Charity" cards colored orange. 

5. The board game as defmed by claim 1 , wherein: 

said Fast Track has a first plurality of said spaces, each said first plurality of spaces including 
indicia identifying a financial action which a player may take, and a second plurality of said spaces, each 
1 S said second plurality of spaces including indicia identifying a financial effect on a player. 

6. The board game as defined by claim 5, further comprising: 

a predetermined number of spaces in said Fast Track plurality of spaces designated "Dream" 
spaces, each "Dream" space having indicia indicating a certain score associated mth it therein and 
20 having a certain purchase price value, wherein a player may be eliminated from said game if another 
player has sufficient accumulated income to buy said "Dream" space upon the landing of the other 
player's token in said designated "Dream" space. 

7. A method of teaching the basic aspects of personal finance, investing arid accounting by playing 
25 a board game wherein a player score is an integrated income statement / balance sheet and provides a 

visual and intellectual understanding of the player's financial future, as simulated during game play, by 
displaying an integrated accounting of Uie player's income statement, wherein the board comprises: 

a playing board to be shared by all players of said board game, said playing board having a 
plurality of playing spaces on said board, said playing spaces marked with indicia, and arranged on said 
30 board in two circular ttacks, one of said uacks designated the "Rat Race" track and die otiier said track 
designated the "Fast Track" track, wherein scoring is maintained in said game by the accumulation of 
income that represents the financial condition of each player of each player on an income statement in 
dollars; 

a plurality of caixis to be shared by all players of said board game and to be drawn by individual 
35 players, said cards marked with indicia, said cards comprising three sets of cards, a first set of cards - 
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designated "Opportunity" cards, a second set of cards designated "The Market" cards, a third set of 
cards designated "Doodads"; 

said "Opportunity" cards representing a deal that allows one player to negotiate with another 
player for purchase of the deal through accumulated income, said "Doodads" card representing an 
' 5 expense charge against accumulated income and hence having a detrimental effect on a player, and said 
"The Market" cards representing a sale of an asset to the player drawing said card; 

a fourth set of cards designated "Profession" cards; 

said spaces in said Rat Race track having indicia therein that reference said three sets of cards 
and identify one of said three sets of cards; 
10 . a plurality of tokens for placement on said spaces of said plurality of spaces, to mark the 

position of each player of said multi-player board game on said tracks; 

at least one die for introducing the element of chance in said board game, said players rolling 
said die to indicate where on said Rat Race track to place said tokens; 

wherein the method comprises the steps of: 
15 randomly selecting from said set of "Profession" card a card indicating a player's initial 

allocation of income on said income statement, each player selecting one said card at the start of the 
game; 

selecting one of said spaces on said Fast Track track corresponding to a goal to be reached by 
each player, said space referred to as a "Dream" space and having a certain predetermined dollar price; 
20 initially playing said game on said Rat Race track; 

rolling said die to determine which space in said Rat Race track the player is place a token 
marking the player's place; 

alternating the rolling of said die by the players of said game; 

drawing a card from one of said three sets of cards, when said token lands in one of said spaces 
25 that references one of said three sets of cards; 

each player negotiating with other predetermined players for the purchase price of the item 
specified in said "Opportunity" cards, when the player's token lands in one of the spaces referencing 
said "Opportunity" cards; 

scoring said game on a income statement designated a "Game Card", wherein players are taught 
30 aspects of finance during the scoring of said game; 

playing said game on said Fast Track track when said player reaches a certain predetermined 
score when playing on said Rat Race track; 

allowing a player to buy another player's "Dream" space, if the player has sufficient income, 
and hence eliminating the other player from the game; 
35 wherein said game is won by the player having either the highest income statement amongst 
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all remaining other players or eliminating the other players. 

8. A game for teaching financial skills to players, said game comprising: 

indicia of a financial statement associated with each player, the financial statements reflecting 
5 income, expenses, assets and liabilities of the player and being selectively revisable by the associated 
player to reflect game events; 

indicia of a first set of events applicable to players having passive income less than a 
predetermined percentage of the player's expenses, each of said first set of events potentially affecting 
at least one of the income, expenses, assets and liabilities of the player; 
10 indicia of a second set of events applicable to players having achieved passive income greater 

than a predetermined percentage of the players' expenses, each of said second set of events potentially 
affecting at least one of the income, expenses, assets and liabilities of the player, . 

means for pseudo-randomly designating, in turn, a respective particular game event from the 
first set of events for respective players having passive income less than a predeterniined percentage of 
15 the player's expenses, and a respective particular game event from the second set of events for the 
respective players having achieved a passive income greater than a predetermined percentage of the 
player's expenses . 

9. The game of claim 8 wherein the indicia of a financial statement revisably reflects a specified 
20 initial income and specified initial expenses ascribed to the associated player. 

10. The game of claim 8 further comprising means for ascribing a specified initial income, and 
specified initial expenses to each player.- 

25 11. The game of claim 10 wherein the means for ascribing a specified initial income and specified 
initial expenses to each player comprises a set of cards for distribution to the players. 

12. The game of claim 1 1 wherein, each card reflects a profession . 

30 13. The game of claim 8, 9, 10, 1 1 or 12 wherein the financial statements comprises an income 
statement and balance sheet. 

14. The game of claim 8, 9, 10, 1 1 or 12 wherein the financial statement includes indicia of cash 
flow. 

35 
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15. The game of claim 8, 9. 10, 1 1 or 12 wherein the financial statements includes indicia of 
savings 

16. The game of claim 8. 9. 10, 1 1 or 12 further including indicia of cash on hand. 

5 

17. The game of claim 8, 9» 10, 1 1 or 12 wherein the financial statement includes indicia of a 
profession ascribed to a player. 

18. The game of claim 8, 9, 10, 11 or 12 wherein the indicia of the first set of events comprises 
10 indicia of opportunities to participate in specified transactions. 

1 9. The game of claim 8 wherein the indicia of the first set of events comprises indicia of a plurality 
of selectable subsets of events, each subset associated with a respective category of event. 

15 20. The game of claim 19 wherein one category of events corresponds to the opportunity to 
participate in transactions requiring an investment in an amount less than a predetermined amount, and 
a second category of defense corresponds to the opportunity to participate in transactions requiring 
investment in an amount greater dian the predetermined amount. 

20 21 . The game of claim 1 9 or 20 wherein one category of the events corresponds to the opportunity 
to sell a specified asset at a specified price. 

22. The game of claim 1 9 or 20 wherein one category of the events corresponds to die opportunity 
for all players having a specified asset to sell the asset at a specified price. 

25 

23 . The game of claim 1 9 or 20 wherein one category of the events corresponds to expenses to be 
ascribed to a player. 

24. The game of claim 8, 9, 10, 1 1, 12, 19 or 20 wherein the indicia of the first set of events 
30 comprises at least one set of cards, each card representing an event. 

25. The game of claim 24 wherein the indicia of the first set of events comprises a plurality of sets 
of cards, each set of cards associated with a different category of the events, each card in a set of cards 
representing an event in the associated category. 
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26. The game of claim 8. 9, 10, 1 U 12, 19. 20 or 25 wherein the means for pseudo-randomly 
designating comprises a pseudo-random number generator. 



27. " The game of claim 26 wherein the pseudo random number generator comprises at least one die. 

5 

28. The game of claim 8, 9, 10, 11, 12. 19, 20 or 25 wherein the means for pseudo-randomly 
designating comprises a first sequence of event designators, at least some of said designators 
corresponding to the occurrence of one of said first set of events, and a second sequence of event 
designators, at least some of said designators corresponding to the occurrence of one of said first second 

10 of events. 

29. The game of claim 28 wherein the sequences of event designators comprises a first and second 
tracks of sequential spaces on a game board. 

15 30. The game of claim 8, 9, 10, 11, 12, 19, 20 or 25 wherein the means for pseudo-randomly 
designating comprises a game board and pseudo-random number generator. 

3 1 . The game of claim 30 wherein the pseudo random number generator comprises at least one die. 

20 32, The game of claim 30 wherein die game board includes a first track of sequential spaces, at least 
some of said spaces reflecting the occurrence of one of said first ^et of events, and a second track of 
sequential spaces, at least some of said second track of spaces reflecting tiie occurrence of one of said 
second set of events. 

25 33. The game of claim 8, 9, 10, 11, 12, 19, 20, 27, 31 or 32 wherein tiie indicia of a second set of 
the events comprises a track of sequential spaces, at least some of said spaces reflecting the occurrence 
of one of said second set of events. 

34. A game for teaching financial skills to players, said game comprising: 
30 indicia of a financial statement associated with each player, the financial statements reflecting 

income, expenses, assets and liabilities of the player and being selectively revisable by the associated 

player to reflect game events; ^ 

indicia of a first set of events applicable to players having passive income less than a 

predetermined percentage of the player's expenses, each of said first set of events potentially .affecting 
35 at least one of die income, expenses, assets and liabilities of the player; 
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indicia of a second set of events applicable to players having achieved passive income greater 
than a predetermined percentage of the players' expenses, each of said second set of events potentially 
affecting at least one of the income, expenses, assets and liabilities of the player; 

5 employed in a play process comprising the steps of: 

(a) ascribing a specified initial income, and specified initial expenses to each player; 

(b) pseudo-randomly designating, in turn, for respective players having passive income less 
than a predetermined percentage of the player's expenses, a respective particular game event from the 
first set of events , and, for respective players having achieved a passive income greater than a 

1 0 predetermined percentage of the player's expenses, a respective particular game event from the second 
set of events; 

(c) revising the indicia of a financial statement in accordance with each game even; 

(d) repeating steps (b) and (c) until a player attains a predetermined goal. 

15 35. . The game of claim 34 wherein the predetermined goal comprises a predetermined financial 
condition. 

36. The game of claim 34 or 35 wherein the step of ascribing specified initial income and expenses 
comprises the steps of: 

20 distributing to each player indicia of initial salary, initial expenses, and initial assets, if any; and 

adjusting the financial statement to reflect the initial salary and expenses. 

37. The game of claim 34 or 35 wherein the step of ascribing specified initial income and expenses 
comprises the step of ascribing to each player a respective profession, each profession having an initial 

25 salary, and initial expenses, associated therewith. 

38. The game of claim 34 wherein the indicia of a first set of events comprises at least one set of 
cards, each card representing an event 

30 39. The game of claim 34 wherein the indicia of a first set of the event comprises a plurality of sets 
of cards, each set of cards associated with a different category of the events, each card in a set of cards 
representing any event in the Associated category. 

40. The game of claim 34 further comprising: 
35 a respective token corresponding to each player, and 
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a game board including at least a first track of sequenUal spaces, at least some of the spaces 
corresponding to the occurrence of the respective categories of the events, and 
wherein the step of pseudo-randomly designating, for respective players having passive income less than 
a predetemiined percentage of the player's expenses, their respective game in the event from the first 
5 set of the events comprises the steps of: 

pseudo randomly ascribing to the player, a number; 

advancing the token corresponding to the players along the track of spaces in accordance with 
the number, and 

distributing to the player a card from the set of cards corresponding to the category, if any, 
10 associated with the space on which the token lands. 
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FIG, T3 



Your Profession 



DOCTOR (MP) 



Please copy all data, excluding O's, onto your Game Card. 
Goal: To build up your Passive Income to be 
greater than your Total Expenses. 



Income 






Salary: 


$13,200 






Interest: 


6 






Dividends: 


0 


Passive Income: 


0 


Real Estate/Business 


0 




(Interest + Dividends + Real Estate/Business 






is the sum of your Passive Income) 




Total Income: 


$13,200 










Expenses 






Taxes: 


3,420 






Mortgage/Rent Pay: 


1,900 






School Loan Pay: 


750 






Car Payment: 


380 






Credit Card Payment: 


270 






Retail Payment: 


50 


Per Child Expense: 


$640 


Other Expenses: 


2,880 


Child Expenses: 


0 


Total Expenses: 


$9,650 



(Note: All players begin with 0 children) 


Monthly 






Cash Flow: 


$3,550 


Assets 




Liabilities 


Savings: $400 




Mortgage: 


202,000 






School Loans: 


150,000 






Car Loans: 


19,000 






Credit Cards: 


9,000 






Retail Debt: 


1,000 
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FIG, 14 



Profession 



Truck Driver 



Player 



Salary: 



Goal: To gel out of the Rat Race and onto the Fast Track by building up your 
Passive Income to be greater than your Total Expenses 

Income Slalemenl 



Income 



$2500 



Interest: -0- 


Dividends: 2 &t(3 


100 


Real Estate: 


Cash Flow 


* Condo 


MO 


4-ncx 


aoo 




Businesses: 


Cash Flow 




1600 


Expenses 


1 axes: 


4€0 


Home Mortgage: 


400 


School Loan Payment: 


.o- 


Car Payments: 


eo 


Credit Card Payment: 


•0- 


Retail Payment: 


-0- 


Other Expenses: 


570 


Child Expenses: 


230 


Bank Loan Payments: 


700 





Auditor 1 



Person on your right 



Passive Income: 

(Interest Dividends 
Real Esute Business Cub Flows) 



Number of 

Children: 



(Begin game with 0 Children) 
Per Child 

Expense: I4Q 




Total 
Income; 



Total 

Expenses: ^$2490^ 



Monthly 
Cash Flow: 



$2650 



Balance Sheet 



Liabilities 



Savin{;s: 






Home Mortgage; 






Stocks/MutualVCD's 


No. of Shares: 


Cost/Share: 


School Loans: 




-o- 


GK04US Fund 


1000 


30 


Car Loans: 




4.OO0 


2 BIG Power Co. 


10 


13 


Credit Cardr 




.o. 


Real Estate: 


Down Pay: 


Cost: 


Retail Debt: 




-0- 


Con<lo 


4.000 


40XX>0 


RE Mortj>age: 


Condo 


36.000 


4-PIo( 


20X)00 


\OOJDOO 




4-Plcx 


eo,ooo 



Business: 


Down Pay: 


Cost: 


Liability: (Business) 


mooirXnbeW 


2DjOOO 




VIdco/rinball bO.OOO 



Bank Loan: 7.000 
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FIG. 15 



Profession 



Player 



Goal: To get out of the Rat Race and onto the Fast Track by building up your 
Passive Income to be greater than your Total Expenses 

Income Statement 



Income 



Salary 



Interest: 



Dividends: 



Real Estate: 



Cash Flow 



Businesses: 



Cash Flow 



Expenses 



Home Mortgage: 
School Loan Payment: 



Car Payments: 



Credit Card Payment: 



Retail Payment: 



Other Expenses: 



Child Expenses: 



Bank Loan Payments: 



Auditor 



Fenon on your right 



Passive Income: 

(Interest -f Dividoids •¥ 

Real EsUle + Businen Cash Flovn) 



Total 
Income: . 



8 



Number of 
Children: 



(Begin game with 0 Children) 
Per Child 



Total 

Expenses: 



Monthly 
Cash Flow: 



9_ 



Balance Sheet 



Assets 



Liabilities 



Savings: 

Stocks/Mutual's/CD*s No. of Shares: Cost/Share: 



Home Mortgage: 



School Loans: 



Car Loans: 



Credit Cards: 



Real Estate: 



Down Pay: Cost: 



ReUil Debt: 



- / 



3 



RE Mortgage: 



Business: 



Down Pay: Cost: 



Liability: (Business) 
Bank Loan: 
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F/G. 16 



Profession 



Player 



Coal: To gei out of the Rat Race ami onto tiie Fast Track by building up your 
Pojsive income to be greater titan your Total Expenses 

Income Siatement 



Income 



Salary: 



Interest: 



Dividends: 



Real Estate: 



Cash Flow 



7 



Businesses: 



Cash Flow 



Taxes: 



Expenses 



Home Moftgage: 



School Loan Payment: 



Car Payments: 



Credit Card Payment: 



Retail Payment: 



Other Expenses: 



Child Expenses: 



Bank Loan Payments: 



I Auditor 



Funon on your right 



Passive Income: • 

(Intcrctt 4 Dividouls -f 

Rcftl Esuia > Btuiuicu Cuh Flown) 



Total 
Income: 



8 



Number of 
Children: 



(Begin game with 0 Children) 

Per Child 

Ewienw: 



Monthly 
Cash Flow: 



Total 
Expenses: 



Balance Sheet 



Assets 



Liabilities 



Savings: 

Stocka^utuara/CD's No. ofShares: CostTSKarcT 



Real Estate 



Business: 



Down Pay: Cost: 



Down Pay Cost: 



Home MoftRaRc: 



School Loans: 



Car Loans: 



Credit Cards: 



Retoil Debt* 



RE Mortgage: 



-5 



Liability: (Business) 



Bank Loan: 
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FIG. 17 



Frofcsslon 



Player 



Goal: To ggf out oftht Rat Racw ami onto the Fast Track by building up your 
Passive Incomt to be greater iftanyour Total lixpetuej 



Income Siatement 



Income 



inlcfot: 



Dividcndj: 



Real EjUte; 



Cash Flow 



Puamenea: 



Cash Plow 



Taxo: 



senses 



Home MoctKaRc; 



School Loan Payment: 



Car PaymenU: 



Credil Card Payment: 



Retail Payment: 



Othg Expcnsca: 



Child Expcnaei: 



Bank Loan Payments: 



Auditor 



F0rton 0ft your right 



Pa:i!iive Income: 

(InUrcst -t- Dividenat t 

Rc4t E«Uto Uuiinot C*«h Flows) 



Tola! 
Income: 



Number of 
Children: 



(Iksin tMine %viUi 0 Chililrcn) 
fcr Child 

EKperuc: ______ 



Total 
Expenses: 



Monthly 
Cash Plow: 



7 



Balance Sheet 



Assets 



Liabilities 



Savings: 

Stocks/Mutuars/CU's No. of Shares: Cost/Share: 



Hoinc MortRflge: 



School Loans: 



2 



Car Loans: 



Credit Cards: 



Retail Debt: 



Real Estate: 



Down Pay 



Cost: 



RE Mortgage: 



Buaincsa: Powti Pay: Coat: Liability: (Business) 

Bank Loan: 
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FIG. 18 



Profession 



Player 



Goal: To gttt out o/tht Rat Baeg and onto l/ir Fait Track by building up your 
Pauiv€ Income to be jsreaier than your Total Expenses 

Income Slaiemerti 



Income 



Interat: 



Divtdcnda: 



RealEsUte: 



Cash Flow 



Btuinesaea: 



Cash Plow 



Expenses 



Home MoftifKe: 



School Loan Payment: 



Car PaymcnU: 



Credit Card Paym«>l: 



Retail Paymait: 



Othcf Expauea: 



Child ExpcMca: 



Bank Loan Paymcnto: 



Auditor 



Pgr son on your rtihi 



Pajuive Income: 
(InUferi -f Dividoodi * 
Real £sUle -•- Ouainai Cuh Rowa) 



Total 
Income: . 



7 



Number of 
Chit<Jren: 



(tk^in vaivo with 0 Children) 
Per Child 



Total 
Expentei: 



Monthly 
Cash Plow: 



8- 



Balance Sheet 



Assets 



Liabilities 



Savings: 



Stocks/Mutual'i/CD's No. of Shares: Cost/Share: 



Home Mortgage: 



School Loans: 



Car Loans: 



Credit Cards: 



UeUil Debt: 



Real lislfllc: 



Down Pay: 



Cost: 



lUi Mortgage: 



Buaificsa: Down Pay: Coal: Liability: (Business^ 



Dank Loan: 
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FIG. 19 



Congratulations! 

You are out of the Rat Race! 

New Goal: 

1) Buy your **Dreiim" by landing on (he Fast I'radc space you tcleded 
at Ihe start of the game and purchasing it. 

2) Buy other Players* Dreams (which eliminates them from the giune.) 

3) Increase Your Monthly Cash Flow by buying businesses. 

You win if: 

a) AAcr all the pre-selected Dreams are bought, you are the only 
person who has their chosen Dream. 



Name 



Auditor 



Person on your right 



b) Once all the pre*MleGled Dreanu are bought, tfrnore than one 
Player has their Dream, then the Player with their Dream AND 
the highest Monthly Cash Flow wins. 



Your Buyout 


You receive JOQx your Pauive 






Income because: 


Your Pastlvtt Income (from other tide) » S 






ptountmd lo MmtmI Jhoutwi DoBart) 




You have told til your investments. 






irom the Rat Race Air great profits. 


Buyout Ratio 


, X100 


You've reinvested that money and 






have had 10 yean of investment 


Your New Cashflow Dav Inoomo " S 




success. You've increased your 






Passive Income by 100 timesi 



, Your Dividend Day Income 

Beginning Cashflow Day Income: $ 

Butlnoaa Cash Flow New Total Income 



Cashflow Day tneome Is equal to your New Cashflow Day Income plus 
Uie Cash Flow from every Business you buy on Ihe Fast Traok. 
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